GIFTEDNESS = top 10%

-

NATURAL ABILITIES (NAT)

DOMAINS

Intellectual (/G)

Fluid reasoning (induct./ deduct.),
cristallized verbal, spatial,
memory, sense of observation,
judgment, metacognition.

Creative (CG)

Inventiveness (problem-solving),
imagination, orginality (arts),
retrieval fluency.

Socioaffective (SG)
Intelligence (perceptiveness).
Communication (empathy, tact).

Influence (leadership, persuasion).

sensoriMotor (MG)
S: visual, auditory, olfactive, etc.
M: strength, endurance,
reflexes, coordination, etc.

INTRAPERSONAL (/C)

Physical: characteristics, handicaps, health, etc.
Motivation: needs, interests, values, etc.
Volition: will-power, effort, persistence.

Self-management: concentration,
work habits, initiative, scheduling, etc.

Personality: temperment, traits, well-being,
self-awareness & esteem, adaptability, etc.

Positive/
negative
impacts

CHANCE (CH)
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TALENT = top 10%

DEVELOPMENTAL PROCESS
Informal/formal learning & practising (LP)

Positive/
negative
impacts

ENVIRONMENTAL (EC)
Milieu: physical, cultural, social, familial, etc.
Persons: parents, teachers, peers, mentors, etc.

Provisions: programs, activities, services, etc.

Events: encounters, awards, accidents, etc.

SYSTEMATICALLY DEVELOPED

SKILLS (SYSDEV)

FIELDS
(relevant to school-age youths)

Academics: language, science,
humanities, etc.

Arts: visual, drama, music, etc.

Business: sales, entrepreneurship,
management, etc.

Leisure: chess, video games,
puzzles, etc.

Social action: media, public
office, etc.

Sports: individual & team.

Technology: trades & crafts,
electronics, computers, etc.

Gagné’s Differentiated Model of Giftedness and Talent (DMGT.UK.2K)



GIFTEDNESS

Aptitude domains

Intellectual

Inductive/deductive reasoning,

memory, observation,
judgment, etc.

Creative
Originality, inventiveness,
humor, etc.

Socioaffective
Leadership, tact, empathy,
self-awareness, etc.

Perceptual/Motor
Strength, coordination,
endurance, flexibility, etc.

Others
Extrasensory perception,
gift of healing, etc.

CATALYSTS

(POSITIVE / NEGATIVE IMPACTS) —\

INTRAPERSONAL CATALYSTS

PHYSICAL
anthropometry, physiognomy, health, etc.

PSYCHOLOGICAL
Motivation: needs, interests, values, etc.

Volition: concentration, perseverance, etc.

Personality: temperment, traits, disorders.

-

DEVELOPMENTAL PROCESS
Learning - Training - Practising

ENVIRONMENTAL CATALYSTS

Surroundings _
Physical, social, macro/micro, etc.

Persons
Parents, teachers, peers, mentors, etc.

Undertakings
Activities, courses, programs, etc.

Events _
Encounters, awards, accidents, etc.

J

TALENTS

Fields relevant to school-age youth

Academics
Language, science, etc.

Games of Strategy
Chess, puzzles, video, etc.

Technology
Mechanics, computers, etc.

Arts )
Visual, drama, music, etc.

Social Action
Tutoring, school politics, etc.

Business _
Sales, entrepreneurship, etc.

Athletics & Sports

Gagné’s Differentiated Model of Giftedness and Talent (DMGT.97)



